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WARNIN » READ BEFORE USING YOUR PLAYSTATION®@2 
= COMPUTER ENTERTAINMENT SYSTEM. 


A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns or 
backgrounds on a television screen or while playing video games, including games 
played on the PlayStation 2 console, may induce an epileptic seizure in these individ- 
uals. Certain conditions may induce previously undetected epileptic symptoms even in 
persons who have no history of prior seizures or epilepsy. If you, or anyone in your 
family, has an epileptic condition, consult your physician prior to playing. If you expe- 
rience any of the following symptoms while playing a video game — dizziness, altered 
vision, eye or muscle twitches, loss of awareness, disorientation, any involuntary 
movement, or convulsions — IMMEDIATELY discontinue use and consult your physician 
before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation 2 console to a projection TV without first consulting 
the user manual for your projection TV, unless it is of the LCD type. Otherwise, it may 
permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer Entertainment 
America may damage your console and/or invalidate your warranty. Only official or 
licensed peripherals should be used in the controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 

= This disc is intended for use only with PlayStation 2 consoles with the NTSC U/C 
designation. 

Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 

Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and keep it in its 
protective case when not in use. Clean the disc with a lint-free, soft, dry cloth, wip- 
ing in straight lines from center to outer edge. Never use solvents or abrasive 
Cleaners. 


NCAA® Final Four® 2004 Tips & Hints 


Consumer Service/Technical Support Line 1-800-345-7669 


Call this number for technical support, installation or general questions regarding PlayStation®2 
and its peripherals. Representatives are available Monday - Saturday GAM-8PM and Sunday 7AM- 
6:30PM Pacific Standard Time. 


Game Hint Guide Information 
PlayStation Underground Game Guides 
For free hints and tips visit us at www.us.playstation.com. 


Sign up and become a member of the PlayStation Underground and access free hints, tips, and 
cool moves for games produced by Sony Computer Entertainment America. 


No hints will be given on our Consumer Service/Technical Support Line. 


TIPS & HINTS 
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GETTING STARTED 


MEMORY CARD slot 2 
MEMORY CARD slot 1 
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disc tray 


RESET button 


(OPEN) button 


USB connector 
$400 i.LINK connector 
controller port 1 
controller port 2 


Set up your PlayStation®2 computer enter- 
tainment system according to the instructions 
in its Instruction Manual. Make sure the 
MAIN POWER switch (located on the back of 
the console) is turned on. Press the RESET 
button. When the power indicator lights up, 
press the OPEN button and the disc tray will 
open. Place the NCAA® Final Four® 2004 


disc on the disc tray with the label side facing 
up. Press the OPEN button again and the disc 
tray will close. Attach game controllers and 
other peripherals, as appropriate. Follow on- 
screen instructions and refer to this manual 
for information on using the software. 


= Saving Data 


You must insert your MEMORY CARD 
(8MB) (for PlayStation 2) before you can 
save or load a file. NCAA Final Four 2004 
saves user-defined options and all game data 
for seasons, tournaments, records, roster 
changes, and recruits. 749KB of memory must 
be available on your MEMORY CARD in order 
to save game data and user-defined options. 
45KB of memory must be available to save 
user records. 

If you don’t use a MEMORY CARD 
(8MB) (for PlayStation 2), all NCAA Final 
Four 2004 data will be lost when you turn 
OFF your PlayStation game console. See 
MEMORY GARD (8MB) (for PlayStation 2) 
for information on how to save and load files. 


m= MEMORY CARD (8MB)(for 


PlayStation 2) 


The MEMORY CARD (8MB) (for 
PlayStation 2) is used to save and load files. 
Any file saved to the MEMORY CARD 
(8MB) (for PlayStation 2) can be deleted at 
any time after the initial save. Before starting 
an NCAA Final Four 2004 game, you have the 
option to load a saved file, such as a season 
and all season data from your MEMORY 
CARD (8MB) (for PlayStation 2). Any previ- 
ously saved file can be loaded. 

To save, load, or delete a file, you must 
do so from the MEMORY CARD option of the 
Main Menu. Before altering your MEMORY 
CARD (8MB) (for PlayStation 2) files, view 
the contents of them by pressing = / = to 
toggle between slots 1 and 2. 
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GETTING STARTED 


® DUALSHOCK®2 ANALOG CONTROLLER 


L2 button R2 button 
L1 button Se OTe ; Seno R1 button 
a 


| SONY 
directional —-—-+> 5 nen 
buttons | an 


| 


\ 


A\ button 
left analog stick © button 
(L3 button when pushed down) 
SELECT button X button 
ANALOG mode switch C1 button 
START button 
right analog stick 


(R3 button when pushed down) 


= Saving a Game File 


Fiial FOUR MEMORY CARO pm). 


l 
~ 


= Press T / 4 to select the Save Game 
option, then press @. 


Spell out a name for your file by pressing 
© / = to select a letter, then press & to 
accept it. A name can be up to six letters 
in length. To delete letters, press @. 


Delete Files 


= Press © to end the naming process. suect wack” /SeAGUgg 
= When prompted, press @ to save the 
file. If the same file name already exists = Loading and Deleting Files 
on your MEMORY CARD (8MB) (for 
PlayStation 2), you can overwrite it by = From any load menu option, press @ to 
pressing @. show all files on your MEMORY CARD 
NOTE: To save records, select the Save (8MB) (for PlayStation 2). 
Records option, then press €9. Confirm the = Press F / ¥ to select a file to load or 
save by pressing ®. If records already delete, then press €. To delete a file, you 
exist, you can update them by pressing &. must confirm your delete by pressing @. 


To cancel a delete, press ®. 
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GAME CONTROLS 


Left Analog Stick 
Use the Left Analog Stick to control any aspect of the game where you would use = /=>/ f/ ¥. 


Offense 

REAR ar Si Sil = pe Pass 

(OAS afer) ie Acaonnee Shoot 

© + @ ec iiiteaomamaee eee Pass out of shot 

@ (Tap) > sc ng see eee Pump fake 

@ a ivieing ota Backstep (stationary) / Spin (moving) 

De oan sieht a ae Crossover (stationary) / Separation (moving) 

©)... Gaainneente eeeeerae ae Jump / Rebound 

MD ashe grees Turbo / Sprint 

MOE, cavecafye epee et eres a Post backdown / Protect ball 

Left Analog Stick .............. Player movement 

Right Analog Stick ............ Separation moves (dribbling) / Ball 
movement (picked up dribble) 

+ Right Analog Stick ....... Post fakes 

afc waa, «al geaneeegae te wit arenes, Stationary fakes 

L3 (Hold) + &, ©, @, @, or mam . .Call for a pick 

on SERV Stave Ret miceetre at Initiate Icon Passing (see page 9) 


Learning the Advanced Features 


Improve your play and chances of winning by using the advanced game features 


= Dribbling and Ball Fakes Each move you make will get a response 
from the defender. When a defender “bites” 
With NCAA Final Four 2004’s new on a fake, a quick move by your player can 
advanced dribbling and ball fake features, lead to an open shot or a clear path to the 
you'll be able to break down the defense basket. For example, if you step back in a 
with a number of specialized moves. Learn stationary dribble using the right analog 
how to perform a combination of fakes, stick, your defender may react by briefly 
spins, and dribbles to break away from moving in. 
defenders for open shots or drives to the When he does, use the left analog stick to 
basket. These moves are performed with the shake the defender and create a shot. You can 
right analog stick, the left analog stick, or a also continue to use the right analog stick to 
combination of both. perform additional moves while dribbling. 
a 
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GAME CONTROLS 


+ GRR necwe rane... Initiate Icon Cutting (see page 10) 

+ Mg, then + 

©, ©, @, ©, or GIB .......... Alley-oop 

Dt hon te ee Offensive strategy display (see page 11) 
[22 «) SUR aseeoeoneosor Pause game 

Defense 

POLAR CRAm bor ncmrnse Pre eet Switch defender 

@ sare circus becrare ake Seal elenate sod Auto defend 

(PAO NNR AER icc te machete Steal 

Dies Weis ee ceases a Jump / Block shot / Rebound 

[1 ROPES ebereinirtr 5 tc oitice Turbo / Sprint 

Li RRP ce PRE Acti, xcaca ee Defensive stance 

Syashga ea SOI SEEM aE ooo Intentional foul / Push 

aitlara © ua) aidgueeaie acatbVata oa ovals Initiate Icon Switching (see page 10) 

+ EE + +H ...... Taunt 

ROY «vein cave aPecarebein eieiteacams abies Take a charge 

Left Analog Stick ............ Player movement 

Right Analog Stick ........... Shuffle to take charge 

ele RLY Daawex nents sc Defensive strategy play calls (see page 11) 
| ER ny Suis ce he. ety! Pause game 


Defenders will still be able to anticipate offen- 
sive moves and attempt to steal the ball or 
block the path to the basket. But, it is much 
easier to make a shot if your player makes a 
move before shooting the ball. 


= Moving and Stationary Dribbling 


There are many different moves that can 
be performed while dribbling the ball in a 
walk, jog, run, or sprint. You can perform a 
ball-side separation, crossover dribble sepa- 


ration, fancy dribble, spin, hesitation, and perform a jab-step fake, crossover hesitation 
much more. While on the move, players can fake, forward fake, step back, or spin. The left 
break out of these dribbles to pass or shoot analog stick controls the direction of move- 
the ball. ment while the right analog stick triggers the 
If you're in a stationary dribble, you can special dribbles. 
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GAME CONTROLS 


= Ball Fakes 


Ball fakes are moves that can be per- 
formed when your player has picked up his 
dribble or just received a pass. The right 
analog stick is used to perform these fakes 
and ball movements while the left analog 
stick enables you to break out of the station- 
ary position and into a dribble. In a station- 
ary position, fake a defender by moving the 
ball overhead, low in front, to the side, 
behind the back, or from low to overhead in 
a circular motion. 

While you make these moves, you can tap 
© to fake a shot or press to fake a 
pass. After you get a reaction from the defend- 
er, you can perform other advanced moves to 
make a break for the basket, shoot the ball, 


or pass to a teammate. 


= Posting Up 


Post moves can be used around the bas- 
ket to position the offensive player for an 
easy shot. By backing down a player in the 
paint, you can take advantage of smaller 
defenders and use an offensive player's inside 
game ability to score some easy points. 
Teams with a low-post threat are more likely 
to open up the shooting game and create 
shots for other shooters. 
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Using Fakes on Post Moves 


Use fakes before your post moves 
to throw off defenders. You'll have a 
better chance of evading them if you 
fake before making a move. For 
instance, while backing down, use the 
right analog stick to fake left or right 
before you make a spin move or 
shoot the ball. 


You can perform a go-move on the ball 
side, combined with a shoulder fake or spin 
away move. You can also pull back, go 
left/right or pull up for a fade-away jump 
shot. These moves can also be used for 
perimeter backdowns. 

To break into a backdown move while 
you're dribbling, hold SG¥. You can then use 
specific post moves to get free from your 
defender. While backing down, use the left 
analog stick = / ™ to specify the direction 
for the post player to go when he makes his 
post move. 


“Use backdown 
moves from anywhere 
on the court to work 
towards the basket 
for a shot.” 


To spin, drop step, or make another type 
of move, release GEM. You can then shoot or 
cut to the basket for a dunk by pressing ©. 
When your player shoots while backing down, 
the left analog stick position will enable you 
to shoot fade-away jumpers and spin while in 
the act of shooting. For example, if the left 
analog stick is back on the shot, your player 
will shoot a fade-away. 
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= Perimeter Backdown 


Perimeter Backdown moves allow you to 
backdown a defender from out on the 
perimeter. These moves are very useful during 
“isolation” plays and will help your player get 
off a good shot. Just like the post backdown, 
press to put your ball-handler into a 
perimeter backdown dribble. Whether your 
player goes into a post or perimeter back- 
down will depend on how far he is from the 
basket. Use the left analog stick to direct your 
player movement and the right analog stick to 
perform fakes. 


= Shooting 


You can’t win the game without making 
shots. With all of the dribbling moves and ball 
fakes, you can create just about any shot you 
want, however what shooting really comes 
down to is timing and range. You'll have to 
learn when to release a shot and the best 
location on the court from which to shoot. 
You also have to know your players’ skill lev- 
els and shooting range to put them in the best 
positions to score. 

To shoot the ball, press and hold © to 
begin the shot. When your player elevates, 
release © to shoot. Releasing the ball at the 
peak is ideal, releasing too early or late will 
result in a loss of accuracy. To learn how to 


shoot more effectively, use the Practice Mode 
to get your players into the gym and work on 
their shooting. 


Free Throw Shooting 


Free throws can be the difference between 
winning and losing. Each player has his own 
ability, but you can help him out by learning 
how to use the shot meter. When at the free 
throw line, press and hold © to activate the 
shot meter. Release © when the ball fits per- 
fectly into the circular portion at the top of the 
meter. 

Releasing © at any other location of the 
meter will result in a less accurate shot. You 
have 10 seconds to shoot the free throw 
before getting called for a violation. While at 
the stripe, press HM, or GES to drib- 
ble at the line, spin the ball, or stretch and 
raise the ball over your head. 


Passing / Icon Passing 


Ball movement can free your players for 
open shots and create mismatches for them 
to exploit. Press €8 to pass the ball or use 
Directional Passing by holding + right 
analog stick. 

To take complete control of the passing 
game, use the Icon Passing system to find the 
open man. 
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GAME CONTROLS 


To use Icon Passing, press and hold 
to bring up the passing icons. Passing icons 
are controller button symbols that corre- 
spond to each of your players. They enable 
you to make better passing decisions on the 
court by creating a more visible target. They 
also enable you to find specific players, allow- 
ing you to get the ball in the hands of your 
best players. Each icon that corresponds to 
the buttons on your controller will appear 
above your teammates. Once the passing 
icons are shown, press €, ©, @, @, or 
GGEB to pass the ball. 


“Icon Passing 
enables you to easily 
get the ball to your 
Star players.” 


™ Rebounding the Ball 


Like any other aspect of the game, 
rebounding can have an impact on its out- 
come. Getting position underneath the bas- 
ket will enable you to get control of the 
boards and rebound the ball. By learning 
how to box out opponents, you'll be in bet- 


ter position to grab boards. On a shot, press 


@& to control the closest man to the basket. 
Box out by getting between the basket and 
your opponents. 


Once you have position, rebound the ball 
by pressing ®. If you can get your player 
near the ball, he'll have a chance to get the 
board. If you grab a rebound close to the 
basket, press © to take a quick shot, tip the 
ball in or slam-dunk. 


= Defensive Icon Switching 


On defense, use Icon Switching to take 
control of a different defender. Press and 
hold to bring up the switching icons. 
Each icon that corresponds to the buttons on 
your controller appears above your players. 
Once the switching icons are shown, press 
©, ©, ®, ©, or EEE to take control of a 
different defender. 


= Icon Cutting 


Use Icon Cutting to force a teammate to 
cut to the basket for a pass and easy basket. 
Cutting will not only give you another scoring 
option but can be used to clear out a defend- 
er. To control which teammate cuts to the bas- 
ket, hold + to bring up the cutting 
icons. Once the cutting icons are up, press @, 
©, @, ©, or to send a teammate to the 
basket. Press + the cutter’s icon to pass 
him ball. If your player is near the basket, 
your pass can result in an alley-oop. 
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= Play Calling 


With both offense and defense, you can 
take more control of the game by calling plays 
on the fly. On offense, you have the choice of 
four different play calls. When you have the 
ball, press = /=> / ¥ / ¥ to activate the 
play calling screen. 


Offensive Play Calling 


Low Post 
.. Spread 
...High Post 
Isolation 


The “Low Post” is a play that creates a 
shot for your center down low in the paint. 
The “Spread” clears your players out of the 
key to the three-point line, giving your point 
guard room to make a move toward the bas- 
ket. The “High Post” lets your center operate 
near the free throw line. An “Isolation” takes 
advantage of a particular player’s talents by 
isolating him in a one-on-one situation. The 
rest of your players and their defenders clear 
out to one side of the court. 

On defense, you can make nine defensive 
calls on the fly by pressing any of the direc- 
tional pad buttons. These options can be 
turned on and off during play by repeatedly 
pressing the directional pad. When calling a 


Defensive Play Calling 


defensive style, continuously press $ to 
cycle through all of your plays. 


“Calling plays on the 
fly gives you more control 
of the game by running 
your system.” 


“Man to Man” forces each player to 
defend a man. “Box & 1” and “Triangle & 
2” are a combination of zone and man-to- 
man defenses. The “Box & 1” uses four 
defenders positioned at the four corners of 
the paint and one man-to-man defender 
guarding the ball handler while protecting 
the three-point line. The concept is the same 
for the “Triangle & 2”. Three zone defend- 
ers position themselves in a triangle forma- 
tion around the lane and two man-to-man 
defenders follow the ball while protecting 
the three point line. 

“1-3-1”, “2-1-2”, and “2-3” are zone 
defenses. Each number represents a player 
and their location on the defensive end of the 
court. “1-3-1” has a man at the top of the 
key, three men spread across the middle, and 
one man close to the basket. The concept is 
the same for the “2-1-2” and “2-3”. 


= Player Identification Icons 


Player Identification Icons appear during 
the game below the players. These icons rep- 
resent superstar talents. 


CY m= -. player 
layer with ball 
; & 
great r™ fast 
shooter \n, f player 
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Online Action! 


“Take your game online 
to increase the 
competition.” 
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Make a Move to Online Gaming 


NCAA Final Four Online opens the door to improved competition 
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NCAA Final Four Online 


Take your college basketball experience to 
the next level with NCAA Final Four Online! 
Online, you have a number of exciting game 
options to choose from, including game chal- 
lenges and hosting private tournaments with 
your friends. You can even send out emails to 
coordinate start times for games. To go 
online, select ONLINE from the Main Menu 
and press @. 

If you do not have your network configu- 
ration file saved to a memory card (8MB) 
(for PlayStation®2), you can create one by 
running the Network Adaptor Start-Up Disc. 


NOTE: You must agree to the terms of 
the User Agreement in order to connect 
to NCAA Final Four Online. 


Creating an Account 


To play NCAA Final Four 2004 online, 
you'll need to create an account and choose 
a unique screen name and password. Each 
time you use the online function, login using 
the same screen name and password. This 
account will be accessible only to you and 
can be used for any of the 989 Sports 
games, including NEL GameDay™ 2004, 


NCAA® GameBreaker® 2004, and NBA 
ShootOut 2004. 

In the Online Welcome Lobby, you can 
navigate your way through the entire online 


process. It allows you to create games, post 
messages, join tournaments, check out 
leaderboards, and much more. This screen 
also shows your user profile, which lists your 
online information such as User Name, Rank, 
Affiliation(a team such as Kansas), and User 
Statistics (e.g., records). 

Included in the user profile is the 989 
Rank. It keeps track of your combined rank- 
ings for all 989 Sports Online titles. Rankings 
from GameDay, GameBreaker, ShootOut, and 
Final Four are combined to show where you 
rank among all 989 Sports Online gamers. 
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= Game Rooms 


Game Rooms are where you can hunt 
down and find the perfect matchup for your 
skill level or create games to attract oppo- 
nents. You can also view all online players 
within your selected Game Room. 


= Selecting a Game Room 


Whether creating a game or accepting a 
challenge, the Game Room option allows you to 
select from a group of games that match your 
skill level. You can select a new Game Room 
from anywhere in the Game Room as long as 
your rank allows you. Your rank is determined 
by the points you earn playing games. To join a 
Game Room, press #/=> / % / ¥ to high- 
light a Game Room, then press &. 


“Points earned during competition 
will determine the Game Room 
level you can enter.” 


There are a number of Game Rooms 
including Freshmen, Sophomore, Junior, and 
Senior. Game Rooms such as Dial-up and 
Broadband are places for gamers using dial- 
up or broadband connections to play online. 
Connection speeds may be different and 
gamers using a broadband connection may 
want to stick with playing those using the 
same connection speeds. 


ROOKIE GAME ROOM 


USER NAME 
FINALF OUR RANK: 
989 RANK 

NCAA AFFILIATION: 
MEMBER SINCE 
TOTAL LOGINS: 
auore: 


@scaou * sectornon © cLose 


Canc (GNOME \( STATS 


= The Chat Area / Selecting a Game 
The Chat Area is where available games in 


NCAA® FINAL FOUR® 2004 


that particular lobby are listed. While looking 
for a game, you can read through all of the 
real-time chatting between potential opponents. 
Join in on some trash talking or search for 
information on possible opponents. Anyone 
online within the same Game Room as you 
will be able to view your chat messages and 
participate. To post a chat, from the chat 
screen, highlight the bottom chat bar or use 
a USB keyboard. Type in a message and 
enter it. Your message will be displayed in 
the chat window. 


To select an opponent for a game, highlight 
a name from the list of players in the Game 
Room and press &. You can set the game 
options, view your opponent's statistics, and 
start your game. 


= Creating Games 


When you create a game, anyone in the 
Game Room can play in it. If you want to 
create a game for just you and a friend, 
before creating the game, use the Mailbox 
option to send him a private message with 
the game details. Your friend can then meet 
you online to join the game. 


= Quitting Games 


After accepting challenges or joining 
games, you must finish the entire contest, or 
be penalized with a reduction of points previ- 
ously earned from other games. Losing points 
will prevent you from entering higher skill 
level Game Rooms. 
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= Leaderboards 


Real-time leaderboards show where you 


CREATE TOURNAMENT 


rank among all other online gamers. Check name: Gamma 
out leaderboards including Overall, Weekly, wphivscss Hv: 
Monthly, and Affiliation. Each user ranking sescarniom 

will be listed by point total and provide aed 


TOUR START. 


details of team statistics. Affiliation Leader- 
boards shows all user stats with the same 
team affiliations. 


RTUAL KEYBOARD © & 


OVERALL LEADERBOARD 


me —- view its information. If you'd like to join this 
aa SP eae : tournament, press  / = to select the “SIGN 


Ss 3495 


ee ah! eee UP” option, then press &. Once you enter 


62 
ss 


3 your team information, you're ready to go. 


= Privatizing Your Tournaments 


Mext STATS | Next To privatize your tournament, making 
them by invitation only, you must enter a pass- 
word as the key into the tournament. From 
the setup screen, after naming your tourna- 

= Tournaments ment, enter a unique password. Invite gamers 
to join by giving them the password and other 
important details using the Mail option on the 
Welcome screen. See Mail/Feedback on page 
15 for more information. 


Create an online tournament or join oth- 
ers that have already been created. You can 
even create private tournaments, using pass- 
word protection, to control who can join. 
When you create an online tournament, set 
the number of teams, the date that it starts, 


and a sign-up period in which to join. Once Joining a Private Tournament 
your tournament is created, users Can go to SE TTT gO RS ER cn SE ee Ee ee 
the “VIEW OR JOIN A TOURNAMENT” option The only way to join a private tour- 
to join. nament is to know the tournament cre- 
ator’s password. To get the password, 
“Tournament action contact the creator using the Mail 
can bring out the best in option or send a message. 
a gamer, especially 
when it’s online.” 


2 : = Message Boards 
Each tournament shows its status, registra- 


tion details, and start dates. To sign up for a Message Boards are set up to provide a 
tournament, select a tournament menu and place for gamers to discuss college basket- 
press @%. A list of all available tournaments ball and any other topic of interest. NCAA 
for that category will be listed. Press # / $ Final Four 2004 has created multiple mes- 
to highlight a tournament, then press € to sage board categories for you to choose 
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from, so feel free to join in on as many as 
you'd like. Enter the General Message board 
to create new topics and put your thoughts 
online. By participating on the message 
boards, you can see what's on the minds of 
other gamers. 


Pou 


NCAA FINAL FOUR 2004 POLL 


Who is the best team in Cotege Bashotbal? 


“Using Message 
Boards, you can hold a CD seta 
discussion online about any cnamet oF 
topic, including college 
basketball.” 


= News / Promos 


Check here for exciting news, reports, and 
= Mail / Feedback updates from 989 Sports including updated 
game information, events, sweepstakes, and 
The Mailbox allows you to send private happenings. 
email messages to any online gamer, as long 


as you have their user name(s). Sending = Edit Profile 

email is a perfect way to contact your friends ; 

about game start times or to just talk college At any time, you can change the profile of 
your account. 


basketball. You can also use email to join pri- 
vate tournaments by contacting the tourna- 
ment’s creator and trying to obtain the tour- 
nament’s password. 


“Use the Mailbox 
option to contact any online 
gamer. All you need is 
a user name.” 


(naw wesence 


989sportsonline.com 


You can access the NCAA Final Four 
Online lobby from your computer. Log 
on to 989sportsonline.com from the 
web and check out the leaderboards, 
view tournament brackets, participate 
in message boards, and even send and 

Fill out the latest polls and surveys to receive user mail. 
give opinions on a number of game issues. 

Polls and surveys are constantly updated, so 
check back often to fill them out and view 
the latest results. 


= Polls / Survey 
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Bring It On! 


“Do you have what it 
takes to get to the 
Final Four?” 
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Exhibitions and Seasons 


Satisfy your competitive thirst by playing in any of Final Four’s many game modes 
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Quick Start 


If you want to jump right into the game 
action and avoid the pregame setup, select 
Quick Start. The CPU randomly selects two 
teams for the matchup. All you need to do is 
choose sides. If you decide to make some 
changes to the game format once it begins, 
press 2, to bring up the Pause Menu and 
select any of the game options. 


“Skip the pregame 
setup and play with teams 
randomly chosen 
by the CPU.” 


Exhibition 


Exhibition games are one game formats 
involving any two teams from Division I-A. 
Playing in exhibition games is a good oppor- 
tunity to play a team that isn’t normally on 
your schedule or to setup a classic matchup 
of two college powerhouses. 


Season 


A season is a multiple game format that 
can include a conference tournament and an 
invitation to the NCAA Tournament! During a 
season, be sure to keep track of the stand- 
ings, team and player stats, and updated 
polls from the Season Menu. 


oe 


POLL: Writers 
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SELECT POLK 


Seasons can be loaded from your 
MEMORY CARD (8MB) (for PlayStation 2), so 
if you want to continue a season that you’ve 
previously saved, load it before selecting your 
game. Once a season is loaded, you can 
select the Continue option from the Select 
Game Menu to continue your season. 
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= Create Player 


When you select your team for Season or 
Tournament modes, you'll have the option of 
creating players. If you choose to create play- 
ers, you'll be able to alter the attributes and 
edit the name of any player on your team’s 
roster. This feature comes in handy if you 
want to increase the abilities of your super- 
star players or even build a stronger bench 
by improving the skills of your bench players. 
You can even create yourself with your own 
name and physical attributes. 


Create Player 


NAME: Dave Michael 
OVERALL: 74 POINTS: 27 
ACCESSORIES LEFT: 2 


When creating a player, you can increase 
or decrease his skill levels. When you begin, 
other than the points associated with each 
attribute, you'll get additional points to 
improve your player. Anytime you decrease a 
skill level, you'll accumulate even more points 
to increase other areas. As you increase your 
player's skill levels, his overall skill level will 
also improve. Get the most out of your avail- 
able points and create a player that has the 
skills to make a difference on the court. 

= Press f / ¥ to highlight a player, then 
press ®. Starting players are marked with 

a position abbreviation by their number 

(e.g., PG). 

= To edit a player’s name, press © to activate 
the virtual keyboard. When finished, select 

DONE and press @% to continue. 

= Press & / $ to select an attribute or abil- 
ity, then press = / = to edit it. Player 
abilities can only go as low as 40 and as 

high as 99. 
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= Press @& to create your player and return 
to the current roster screen. 

= When you're finished, press &% to contin- 
ue. When prompted, press €% again to 
confirm your player changes. 


= Season Schedule 


Use the Season Schedule to play any 
game listed on the schedule. Note that if you 
play or simulate a game further down the 
schedule, all games prior to it will be simu- 
lated. If there are games on the schedule that 
you don’t want to play but you still want to 
continue the season, simulate them to keep 
moving toward the postseason. 


“To simulate a game, 
select a game date on the 
schedule, then press ©. All games 
in the NCAA played up to that 
date, will be simulated.” 


From the season schedule, press  / $ 
to choose a game, then press & to contin- 
ue. When a season is complete, continue to 
the conference tournament by pressing &% 
from the Schedule screen. To play a game 
within the tournament, press &. If your 
team doesn’t compete in a conference tour- 
nament, you'll enter the NCAA Tournament 
bracket. See New Tournament on page 19 
for more information. 
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= Bubble Watch 


During the course of the season, your goal 
is to win enough games to make it into the 
NCAA Tournament. You don’t want to be a 
team with an average record hoping to make 
it in. If you happen to be such a team, you 
may find yourself “on the bubble” near the 
end of the season. 


“Avoid the Bubble 
Watch list by winning enough 
games to automatically make 

the tournament.” 


A team “‘on the bubble” has enough wins to 
make the NCAA Tournament, but not enough to 
warrant an automatic selection. After February 
Ist, use the Bubble Watch option to see which 
teams are “on the bubble” and have to pick up 
their play over the remainder of the season. 
The top 20 bubble teams will be listed and the 
NCAA selection committee will determine 
which of these teams deserves an invitation to 
the NCAA Tournament. 


le Watch 


5 
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= Practice Schedule 


The Practice Schedule allows you to 
schedule practice sessions for your team. 
Help your players by giving them time to work 
on fundamentals as well as increase strength 
and conditioning. Depending on the sched- 
uled opponent, your time spent in practice 
will vary. If you’re playing a team that runs a 
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Team Practice 


Use your practice schedule to 
make the necessary changes to the 
amount of hours per day your team 
practices and the percentage of time 
it spends on each drill (e.g., Passing 
Drills: 10%). When you've completed 
the scheduling of your practices, 
press © to move to the schedule and 
play the next game. 


fast-break offense, you may want to spend 
more time conditioning. If your team needs to 
work on its fundamentals, you may want to 
schedule extra free throw shooting and pass- 
ing drills. 


From the Practice Schedule: 

= Press = / => from “Practice Hours”, to 
select a day of the week. 

Press &% to change the hours of practice 
for that day. You can only practice for a 
maximum of 4 hours per session. To add 
practice hours to Saturday or Sunday, 
decrease the number of practice hours on 
one or more weekdays. 

Press  / $ to select a team drill. 

Press = / = to change its percentage set- 
ting. To increase the time spent on a drill, 
you'll have to decrease the time spent in 
other areas. 


Practic 


e Schedule 


Practice Hours Sun Mon Tue Weo Thu Fri Sat 
Available o O° 44 eS e 


SCROLL at Percentage DEFAULT 
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Tournament 
Fever! 


“Going to the 
Big Dance!” 
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New Tournaments and Practices 


Play in a tournament or practice your shooting and play calling 


New Tournament 


Playing a New Tournament is the equiva- 
lent of playing in the NCAA Tournament and 
consists of the top 64 teams in the country. 
The tournament is made up of four regions 
with 16 teams in each. From the Tournament 
screen, you can navigate your way through 
the tournament brackets to view all of the 
current matchups. Press ® to select the 
tournament map, then press = / => /  / 
¥ to move through each bracket. You can 
only play the game that your team is bracket- 
ed in, but you can simulate any round (all 
games in the round) of the tournament by 
pressing ©. 


Practice 


Practice takes you into the gym where you 
can work on team and player fundamentals. 
Set up a shoot around where you can get the 
timing down on your shot and get a feel for 
your player's shooting abilities. You can also 
work on free throws and practice running 
offensive plays. See Learning The Advanced 
Features on page 6 for more information on 
Practice options. 


Ball Magnet 


With Ball Magnet set to ON, after a player 
shoots the ball, he will automatically get his 
own rebound. Set to OFE, you must control 
your player to pick up the ball. 


PRACTICE OPTIONS = 


Ball Magnet: ON 
Difficulty: FRESHMAN 


Arcade 


An Arcade game is an exhibition game 
that allows you to play at a faster pace with 
exaggerated special moves. See Exhibition 
on page 16 for more information on setting 
up a game. 
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It’s Your 
Team Now! 


“Can you handle 
the pressure?” 
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Build a Dynasty or Start a Career 


With roster cuts and recruiting, your job is to build a solid program 


= New Dynasty 


Ru 


A New Dynasty is a multi-season game for- 
mat. As a coach, you'll have the opportunity to 
take any team in Division I-A and build an 
elite program. At the end of each season 
you'll be recruiting high school players from 
around the country, hoping they attend your 
school in the fall. The object is for you to 
make improvements to the team each year so 
that your school will win more games. The 
success of your team will determine the quali- 
ty of freshman that play at your school. Note 
that all roster cuts and recruiting take place at 
the end of a season. 


“Create a New Dynasty 
to build a team over 
multiple seasons.” 


= Coach Rank 


Your New Dynasty begins with the selec- 
tion of your coaching rank. The differences 
between the coaching levels are defined only 
by their recruiting responsibilities. As a Grad- 
uate Assistant, player recruiting is done auto- 
matically by the CPU. As an Assistant Coach, 


you'll have control over the entire recruiting 
process. Assistant Coaches have five visits per 
session to be used in an attempt to lure 
potential recruits to their school. As a Head 
Coach, your recruiting duties are much like 
that of an Assistant Coach except that you'll 
have 10 visits per recruiting session. 


an ae = 
FINAL Four = TuACHRANE SELECT (982), 


M2004 ~G, aduate Assistant 


Assistant Coach 


SELECT COACH RANK 


CANCEL 


= Recruiting and Roster Cuts 

If you've played a New Dynasty season as an 
Assistant Coach or a Head Coach, you'll start 
the next season by cutting players from your 
roster and traveling around the country in 
search of new recruits. To start the next season 
and begin the recruiting phase of your dynasty, 
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select “Continue” from the New Dynasty Menu. 

Before you begin recruiting, you'll get detailed 

information on the players that left early for the 
pros and those that have graduated. 


Recruiting List 


RECRUITING SESSION: 1 


Maryland 
National Visited 
Ranking Overall loterest (Visits 


Y.Thayer 
Needs:¢ 


SORT * PLAYER BIO © END SESSION StLECT 


This will help you in determining how many 
recruits you'll need to target to fill the holes on 
your roster. Press & to continue to the Roster 
Cut screen, This is your chance to remove play- 
ers from your roster and make room for 
incoming freshman. From this screen, press 
t / ¥ to highlight a player to cut, then press 
@®. Press & to make the cut and begin 
recruiting. Remember that the number of 
recruiting visits you'll be making is dependent 
upon the coaching level you choose. 

Your recruiting options include selecting 
a region of the country to visit, recruiting 
from the nation’s top 100 players, and 
recruiting nationally by position (e.g., 
recruiting for point guards). To start recruit- 
ing, press f / § //™ to select a 
region or recruiting category, then press &. 


= Recruiting States 


The Recruiting States screen allows you to 
choose a state to recruit from within the 
selected region. Press f / $ to select a 
state, then press € to make a visit. 


= Recruiting List 


From the Recruiting List, you'll be selecting 
players for recruiting visits. It also provides 
important information about each recruit, such 
as his interest level in your school. There are a 
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total of four recruiting sessions. To improve 
your chances of successfully recruiting a play- 
er, visit the player during each session. You 
aren't required to use all of your allowed visits 
and you can end your recruiting sessions at 
any time. To recruit a player, press f / $ to 
highlight a recruit, then press € to view his 
physical attributes, the schools that he’s inter- 
ested in attending, his style of play (e.g., team 
player), and his high school stats. 


“During the recruiting 
process, you can press © 
to create a player.” 


If you'd like to spend a visit on this 
recruit, press &%. You're only setting up a 
visit, not actually recruiting. You can cancel a 
visit by pressing ©. Recruiting takes place 
when all of your sessions have ended. The 
total number of visits allowed in each session 
will be shown at the top of the screen and will 
reduce in number as you make your visits. 
Press @ to return to the Recruiting List 
screen to finish recruiting. Your recruiting is 
not limited to a particular state or region. At 
any time you can go back to the Recruiting 
States or Recruiting Regions screens to 
choose different locations. 


Player Detail 
MARYLAND 
NAME 
NUMBER: #14 
POSITION: PF YEAR: Sophomore 
OVERALL: 78 
HEIGHT:  6'9" 
WEIGHT: 7 
MANOEONESS: L 


ARMA 
FX 


PPG: 0.00 RPG: 0.00 APG: 0.00 BPG: 0,00 SPG: 0.00 


ATTRIBUTES: 
FT: Range: 8! 
Quick: Stem: 6 
Steal: Pp 58 
OReb: oO 73 


0 
7 


EDIT NAME 


When you're finished setting up your visits, 
press ® to end your session. When all four 
recruiting sessions are complete, visits will 
take place and a list of candidates who have 
selected your school will be shown. 
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= Candidates 


From the Candidates screen you'll be 
shown the number of spots that need to be 
filled on your roster, as well as the needs of 
your team (e.g., center and point guard). 
Choose as many position candidates as you 
have open spots. To add recruits to your 
team, press T / $ to select a recruit, then 
press & to add him to your roster. When 
adding recruits, try to meet the needs of your 
team. Continue to add players until you have 
filled all of your spots. 


Lwyate 


Spots To Filt 
Needs: 


ACCEPT PLAYER © SORT SeLecT 


New Career 


New Career is a multi-season format where 
your goal is to build a successful coaching 
career. Your career will start at a small school 
as a Graduate Assistant Coach where you'll 
have to work hard to win games and attract 
recruits from around the country. At the end of 
each season, your team and coaching per- 
formance will be evaluated. Ultimately, you'll 
want the opportunity to be the head coach of 
an elite university. 

At the end of each season, if your coaching 
stats have improved over the last year’s results, 
you'll receive assistant and head coaching job 
offers from not only your school but others in 
Division I-A. Your win/loss record at the end 
of each season will determine the type of 
coaching offers you get and the type of schools 
making the offers. Once you reach an assistant 
or head coaching level, you'll get the chance 
to be involved in the recruiting process. With 
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roster cuts and recruiting, you'll begin to put 
your mark on a program. 


Career Stats 


From the Career Menu, you can 
view the progress of your career 
from the Coach Menu located in the 
Stats Menu. Keep track of your 
career statistics and get updated 
information on your current season 
by pressing &. From this screen, 
you can edit your coach’s name by 
pressing ©. 


= Job Openings 


If your team does well, the Job Openings 
screen will list all of the coaching offers that 
you've received. View each offer and check 
out the attributes of each team. One of the 
new job offers will be from your current 
school to keep your job. If you stay with your 
current program, you can build on your suc- 
cesses and try to get even better offers at the 
end of the next season. Before taking an offer, 
get an idea of the team’s current state. 

Once you select an offer, continue your 
career by starting the next season. You'll 
immediately begin your career by trimming 
your roster and trying to fill open spots with 
new recruits. See New Dynasty on page 20 
for information on roster cuts and recruiting. 


JOB OPENINGS 


You have received 25 offers from other schools. You 
may accept one of the offers or keep your current 
job at Long Beach State. . 


Keep your current job 
Assistant Coach position at Akron 


Assistant Coach position at Austin Peay 
Assistant Coach position at Buffal 


Team: Arkan 


Ra 
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Game Time! 


“Set up the game 
to match your 


playing style.” 


Customize the Game 


Pregame and Pause Menu Options enable you to shape your game 


= Pregame Menu 


Before each game starts, you'll have the 
opportunity to customize your game format 
from the Pregame Menu. Below are some of 
the more important options available to you. 


= Lineup 


If you don’t like the matchups on the 
court, change your starting lineup before the 
game. By creating mismatches with lineup 
changes, you can add new wrinkles to your 
game plan. Put out a defensive unit to shut 
down a high-powered offense or put in a 
three-guard offense to get an extra shooter 
on the floor. Whatever the lineup or game 


* 
UNE UP 


plan, you can adjust it by deciding who starts 
each game. 


“Starters can be 
changed to get the right 
players on the court.” 


Editing the starting lineups is not limited to 
your team. From the Lineup screen, you can 
change the makeup of both teams’ starters: 

= From the “TEAM” label, press  / = to 
choose a team. 

= Press $ to activate the Line Up grid. 

= Press & / $ to select a starter to send to 
the bench or a bench player to add to the 
starting lineup. 

= Press @ to select a player, locking him 
in for a player switch. You can press © 
to view any player’s stats before making 

a change. 

= Press f / $ to select another player, 
then press ® to make the lineup change. 


= Offense 


Setting your offense for the game will 
help you control your offensive play calling 
while on the floor. By selecting a play set, 
you'll be setting the foundation of your play 
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calls and the location of your players on the 
court for each play. For example, if you 
select the “Spread” set, your team will set up 
each possession with your players spread out 
on the perimeter of the court. Each set has 
the same four plays: low post, spread, high 
post, and isolation. 


OFFENSE 


TEAM: UCLA 


Low Post 


Spread 
High Post 
Isolation 


The set you choose will be your default 
play set from which you'll call your plays. Each 
play has a controller icon associated with it. 
During the game, press #/ => / F/ ¥ to 
activate the play calling screen. Call a play by 
using the directional pad. See Play Calling on 
page 11 for more information. 


= Defense 


Configuring your defense for the game is 
a good way to help shut down your oppo- 
nent’s offense. If you know the style of 
offense your opponent runs, you can select a 
defensive style that can match up to it. There 
are four defensive options that you can set: 
defensive style, pressure defense, intentional 
foul, and double team. If you use a pressure 


On-the-Fly Play Calling 


During the game you can control 
what happens on the court by using 
on-the-fly play calling. On both 
offense and defense you can run the 
plays that you've previously set up. 
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defense, you'll also be setting the amount of 
pressure to apply. 

During the game, you can make defen- 
sive play call changes on the fly by pressing 
¥ to cycle through your available plays to 
make a call. See Play Calling on page 11 
for more information. 


= Controller Configuration 


From the Controller screen where you 
select your team for the game, you can 
change your controllers default control con- 
figuration. Notice that each button controls an 
offensive and defensive action. If you change 
one, the other will also change. For example, 
if you change the shoot button from © to @, 
it will also change the defensive switch button. 
From this screen, you can also set your con- 
troller’s vibration option. Vibration enables 
you to feel the game's on-court sensations. 


CONTROLLER 


OFFENSE 


BUTTON DEFENSE 


AUTO DEFEND 


SP. ORIBBLE 
TURBO 
FAKEPASS 
BACKOOWN 
ICON PASS 


INTENTIONAL FOUL 
DEF. STANCE 
ICON SWITCH 


To change your controller's configuration, 
press F / $ to select a game action, then 
press = / => to choose a different control 
button. If you want to return to the default 
controller configuration, press ®. To turn the 
Vibration option ON/OFF, press ©. 


= Game Options 


By changing the game options, you can 
customize your game to suit your playing 
needs. You can set shorter halves, turn off 
foul calls, etc. Most options can still be 
changed once the game starts from the 
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Pregame Menu or Pause Menu. The following 
are some key game options: 


= Half Length 


There are two halves in a regulation game. 
Set each half length to 5, 10, or 20 minutes. 


= Difficulty 


The difficulty levels of Freshman, Sophomore, 
Junior and Senior will determine each player's 
offensive and defensive abilities. 


OPTIONS 


INJURIES: ON 
FATIGUE: ON 
SUBSTITUTION: AUTO 
| FOULS: ON 
| sHooTiNG FouLs: 
REACH.IN FOULS: 
| CHARGING FouLs: 
BLOCKED SHOTS: 
STEALS: 
CPU SHOOTING: 


AUTO REPLAYS: 


Interaction 
GAME SPEED: 50 
PLAYER 1D: ON 


= Injuries 


Injuries are part of the game and can keep 
a player out of the lineup. If you don’t want to 
risk losing one of your players, keep this 
option set to OFE 


= Fatigue 


Fatigue controls the energy level of the 
players on the court. Setting Fatigue to OFF 
keeps all players fresh for the entire game. 


“Game options change the style 
of play with advanced features 
and game settings.” 


= Substitution 


There are two substitution settings for your 
game: manual and auto. Set to Auto, the CPU 
will have control of all player substitutions 
during the game. If you’d like to determine 
when to bring your players in and out of a 
game, make sure this option is set to Manual. 
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= Fouls 


Each player gets five personal fouls before 
fouling out of a game. You can avoid fouls 
from being called by setting this option to 
OFF. With fouls set to ON, you can adjust the 
amount of shooting, reach-in, and charging 
fouls that are called. Shooting fouls are 
called when a player who is in the act of 
shooting the ball gets fouled. Reach-in fouls 
are called when a defender makes contact by 
reaching into the ball handler’s mid-section. 
Charging fouls are called when a defensive 
player has position by setting his feet and the 
offensive player with the ball charges into 
him (makes contact). 


= CPU Shooting 


While you only control one player on the 
court at a time, the CPU controls the rest. CPU 
Shooting controls the shooting accuracy of all 
other players. 


= Game Speed 


Use Game Speed to set the pace or move- 
ment of the game. The higher the number, the 
faster the game action moves. 


= Player ID 


With Player ID ON, a player identification 
label (i.e., position and number) will be 
shown under your player during the game. 


Ra 
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Matt Watts, DeMario Jones and Anthony Trimble 
CINEMATIC SOLUTIONS GROUP 
Cinematic Creative Director 
Scott McMahon 

Cinematic Production Supervisor 
Brian Johnson 

Cinematic Creative Project Lead 
Gene Strocco 

Cinematic Project Manager 
Nonet Vargas 

Cinematic Editor/Compositor 
Aaron McFarland and Jahil Nelson 
Cinematic Lead Designer 

Ron Padua 

Cinematic Pre Viz Artist 

Steve High and Hock Wong 
Cinematic CG Team Lead 

Greg Jung 

Cinematic CG Artist 

Gene Strocco 


TOOLS & TECHNOLOGY GROUP 
Manager of Tools & Technology 
Brian Dawson 

TECHNOLOGY TEAM 


Lead Engineer 

Dr. Wei Xu 

Voice Recognition Programming 
Ruxin Chen 

MAYA TECHNICAL SUPPORT 
Lead Engineer 

Richard Harding 

Senior Engineer 

Chris Mayberry 

Engineer 

Cyndi Monter 
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TOOLS TEAM 


Lead Engineer 

Dan Hilton 

Engineers 

David Hubbard and Unni Pillai 

Dev. Tools/Accounts Administration 
Jason Young 


MARKETING 


Director Product Marketing 
Ami Blaire 

Manager, Product Marketing 
Allan Frankel 

Specialist, Product Marketing 
Doug Panter 


Director, Public Relations 
Molly Smith 


Manager, Public Relations 

Ron Eagle 

Public Relations 

Carrie Altuvilla, Scott Goryl 

Director, Promotions 

Sharon Shapiro 

Managers, Promotions 

Janeen Anderson, Blair Elliot and Bob Johnson 


Promotions 

Ami Brown, Natasha Mirosnkoff and Tracy 
Ryder 

Director, Creative Services 

Ed DeMasi 

Creative Services 

Dan Aquino, Josh Bingham, T.J. Consunji, 
Peggy Gallagher, Ted Jalbert, Marie Macaspac, 
Jack Siler, and Noel Silvia 

Documentation and Layout 

David Lovalvo 

Packaging & Manual Design 

Creative Dynamics 

Director, Sales 

David Cox 

Sales 

Jannine Deming, Brain Dimick, Brain Hale, 
Jeff Hutchinson, Ian Jackson, Rich LaRocca, 
Todd Moeller, George Richard, Rick Rooney 
and Tom Taylor 
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Director, Online & Direct Marketing 
Steve Williams 


Online & Direct Marketing 
Jonathan Ries, Cyril Tano, Michael Person, 
Kim Yuen and Jesse Caid 


Director, Merchandising 
David Fiano 


Merchandising 

Joann Campolo, Mary Keller, Sangita Patel, 
Joby Hirschfeld, Liz Miranda, Cindy Kathain, 
Marie Manapat, Leon Harmon, Atkims Mar- 
tinez and Michael Rasmussen 


LEGAL & BUSINESS AFFAIRS 


Director, Business Affairs 
Dan O. Figueroa 


Intellectual Property Attorney 

James P. Williams 

Legal & Business Affairs Team 

Kirsten Costello (Paralegal), Marla Dressen 
(Paralegal) and Leslie Hoffman (Administra- 
tive Assistant) 


Music Licensing Attorney 
Brian Fukuji 

Music Licensing Coordinator 
Mary Nappi 


LEAGUE ACKNOWLEDGMENT 
NCAA, CLC, Andy Waligowski and Stats Inc. 


We would like to thank each individual at 
Sony Computer Entertainment of America for 
their contributions, support and dedication to 
the success of the NCAA Final Four 2004 with 
special recognition to the Executive Manage- 
ment team including: 


Kaz Hirai, Andrew House, Jack Tretton, Shuhei 
Yoshida, Jim Bass, Masayuki Chatani, Steve 
Ross, Riley R. Russell, Marilyn Weyant and 
Frank O'Malley 


SPECIAL THANKS 

Jeff Fried, Carrie Potter, Rachel Arruejo, Algon 
Leighton, Kristin Hansen, Becky Boyd, Anne- 
mieke Frost, Steve Ososkie, Jennifer Clucas, 
Tracy Rossiter, Chris Castagno, Rick Rossiter, 
Chad Sousa, Andrew Lee, Derrell Jenkins, 
Robert Clark, Randy Lopez, Keith Hutchinson, 
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Rich Bennett, Chip Capelik, Jeff Curley, Charg- 
er Girls: Tracey Holwitz, Erica Gildersleeve, 
Sigrid Aquino, Angela Ramirez, Latiena Gor- 
don and Mary Tess Paulite 


MUSIC 


Director of Music 
Chuck Doud 


Music Editing and Cheerleader Music 
Chuck Carr 


Fight songs performed by the USC Marching Band 


“The John R. Wooden Award and trophy design, The Los Angeles Ath- 
letic Club name and logo design are registered marks of LAACO, Ltd.” 


"Aggie War Hymn" (J.V. "Pinky" Wilson) 

© Southern Music Company 

International Rights Secured. 

Not for broadcast transmission. 

ALL RIGHTS RESERVED. DO NOT DUPLICATE. 


“Across The Field" (W.A. Dougherty Jr.) 
© MPL Communications, Inc. 
International Rights Secured. 

Not for broadcast transmission, 

All rights reserved. DO NOT DUPLICATE, 


“Arkansas Fight" (Joel Leach) 

© Southern Music Company 

International Rights Secured. 

Not for broa transmission. 

ALL RIGHTS RESERVED, DO NOT DUPLICATE. 


“Bear Down Arizona" 
Courtesy of University of Arizona 


“Boomer Sooner" 
Courtesy of University of Oklahoma 


"Colorado State Fight Song" 
Courtesy of Colorado State University 


"Down The Field" (H. Lewis, R. Murphy) 
© Bro ‘N Sis Music, Inc. 

International Rights Secured. 

Not for broadcast transmission. 

All rights reserved. DO NOT DUPLICATE. 


"Fanfare Tribute to Troy and Fight On" 
Courtesy of University of Southern California 


"Fight Colorado U" 
Courtesy of University of Colorado, Boulder 


"Fight For LSU" (C. Carazo, W.G. Higginbothem) 
© Bro 'N Sis Music, Inc. 

International Rights Secured. 

Not for broadcast transmission. 

All rights reserved. DO NOT DUPLICATE. 

"Fight On" 

Courtesy of Marshall University 
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“Fight Tigers” 
Courtesy of University of Missouri 


"Fight U of L” 
Courtesy of University of Louisville 


“For Boston" (T.W. Allen) 

© Bro ‘N Sis Music, Inc. 

International Rights Secured. 

Not for broadcast transmission. 

All rights reserved. DO NOT DUPLICATE. 


"Good Old Song” (Public Domain) 
Courtesy of University of Virginia 


“Hail Purdue” (J. Morrison, E.J. Wotowa) 

© MPL Communications, Inc. and Bro ‘N Sis Music, Inc. 
International Rights Secured. 

Not for broadcast transmission. 

All rights reserved. DO NOT DUPLICATE, 


“Hail State” (J.B. Peavey) 

© MPL Communications, Inc. 
International Rights Secured. 

Not for broadcast transmission. 

All rights reserved. DO NOT DUPLICATE. 


“Hail To Old OSC" aka “OSU Fight Song” (H, Wilkins) 
© Bro'N Sis Music, Inc. 

International Rights Secured. 

Not for broadcast transmission, 

All rights reserved. DO NOT DUPLICATE, 


“Hail To Pitt" (G. Kirk, L. Taylor) 

© Bro'N Sis Music, Inc. 

International Rights Secured. 

Not for broadcast transmission. 

All rights reserved. DO NOT DUPLICATE. 


“Hail Varsity” 
Courtesy of University of Nebraska 


“Here Come Carolina” 
Courtesy of The Alumni Association of University of North Carolina 


“Towa State Fights” (Jack Barker, Paul Gnam, Manley Rice) 
© MPL Communications, Inc. 

International Rights Secured. 

Not for broadcast transmission. 

All rights reserved. DO NOT DUPLICATE. 


"Maryland Fight Song” (R. Davis) 

© Bro ‘N Sis Music, Inc. 

International Rights Secured. 

Not for broadcast transmission. 

All rights reserved. DO NOT DUPLICATE. 


“Michigan State Fight Song” (T.W. Allen, FI. Lankey) 
© Bro ‘N Sis Music, Inc. 

International Rights Secured. 

Not for broadcast transmission. 

All rights reserved. DO NOT DUPLICATE. 

"Mighty Oregon” (Dewitt Gilbert, Albert Perfect) 

© MPL Communications, Inc. 
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International Rights Secured. 
Not for broadcast transmission. 
All rights reserved. DO NOT DUPLICATE. 


“North Carolina State” (Edward L. Gruber, Hardy M. Ray) 
© MPL Communications, Inc. 

International Rights Secured. 

Not for broadcast transmission. 

All rights reserved. DO NOT DUPLICATE. 


“On Towa" (W.R. Law) 

© MPI Communications, Inc. 
International Rights Secured. 

Not for broadcast transmission. 

All rights reserved. DO NOT DUPLICATE. 


“On Wisconsin" (Carl Beck, W.T. Purdy) 

© MPL Communications, Inc. and Bro ‘N Sis Music, Inc. 
International Rights Secured. 

Not for broadcast transmission. 

All rights reserved. DO NOT DUPLICATE, 


"The Orange and Blue” (TW. Allen, G. Hamilton) 
© Bro ‘N Sis Music, Inc. 

International Rights Secured. 

Not for broadcast transmission. 

All rights reserved. DO NOT DUPLICATE. 


“Rambling Wreck From Georgia Tech" (Frank Roman) 
© MPL Communications, Inc. 

International Rights Secured. 

Not for broadcast transmission. 

All rights reserved. DO NOT DUPLICATE, 


“Rebel March” aka "Forward Rebels" (F. Whitfield, E.E Yerby, RR. 
Coats) 

© MPL Communications, Inc. 

International Rights Secured. 

Not for broadcast transmission. 

All rights reserved. DO NOT DUPLICATE. 


“Rocky Top" (Boudleaux & Felice Bryant) 

© 1967 House of Bryant Publications, Renewed 1995 
International Rights Secured. Not for broadcast transmission. 
All rights reserved. DO NOT DUPLICATE. 


"Sons of Westwood" (H. Williams, M. Laren, J. Livingston, K. James) 
© Hallmark Music Company, Inc. 

International Rights Secured. 

Not for broadcast transmission. 

ALL rights reserved. DO NOT DUPLICATE. NOT FOR RENTAL. 


“Tech Triumph" (M.W. Boggs, W.P. Maddux) 
© Bro ‘N Sis Music, Inc. 

International Rights Secured. 

Not for broadcast transmission. 

All rights reserved. DO NOT DUPLICATE. 


“Texas Fight" (Vincent DiNino) 

© Southern Music Company 

International Rights Secured. 

Not for broadcast transmission. 

ALL RIGHTS RESERVED. DO NOT DUPLICATE. 

“Tiger Rag” (H.W. Ragas, D.J. La Rocca, L. Shields, A. Sbarbaro, and 
E.B. Edwards) 
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© 1930, 1946 Renewed 1958, 1974 Leo Feist, Inc. 
Rights assigned to EMI CATALOGUE PARTNERSHIP 
Al Rights controlled and administered by EMI FEIST CATALOG INC. 


All rights reserved. International copyright secured. Used by permission. 


"Touchdown, Fight On State” (Public Domain) 
Courtesy of Pennsylvania Sate University 


“The Victors" (Lewis Elbel) 

© MPL Communications, Inc. 
International Rights Secured. 

Not for broadcast transmission. 

All rights reserved. DO NOT DUPLICATE. 


“Victory For Washington” (McHarrie) 

© Bro ‘N Sis Music, Inc. 

International Rights Secured. 

Not for broadcast transmission, 

All rights reserved. DO NOT DUPLICATE. 


“Washington State University Fight Song” 
(Phyllis Sales, J. DeForest Cline) 

© MPL Communications, Inc. 
International Rights Secured. 

Not for broadcast transmission. 

All rights reserved. DO NOT DUPLICATE, 


“Wildcat Victory" 
Courtesy of Kansas State University 


“Yea Alabama” (E.L. Sykes) 

© Bro 'N Sis Music, Inc. 

International Rights Secured. 

Not for broadcast transmission. 

All rights reserved. DO NOT DUPLICATE. 


WARNING: 

“It is a violation of Federal Copyright Law to copy, 
duplicate or reproduce this Program (or any portions 
of this Program) or to synchronize this MULTIMEDIA 
DISK with videotape or film, or to print this 
MULTIMEDIA DISK in the form of standard music 
notation without the express written permission 

of the copyright owners.” 


Fight songs produced by Riptide Music, 

Rich Goldman and Bob Kaminsky, Producers 
Engineered by Armin Steiner 

Pro Tools recording by Dan Silver 

Recorded at Warner Brothers Eastwood Scoring Stage 
Band Director: Dr. Arthur C. Bartner 

Associate Band Director: Tony Fox 


Development tools and related technology provided under license 
from Logitech. © 2001-2003 Logitech. All rights reserved. 
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ONLINE USER AGREEMENT 


PLEASE READ THE ENTIRE AGREEMENT AND INDICATE WHETHER OR NOT YOU ACCEPT TO ITS 
TERMS BY CLICKING THE “ACCEPT” OR "DECLINE" BUTTON AT THE BOTTOM OF THIS SCREEN. 
IF YOU CLICK THE "DECLINE" BUTTON YOU WILL NOT BE ABLE TO PLAY THE ONLINE VERSION 
OF THIS GAME. CHECK WITH SONY COMPUTER ENTERTAINMENT AMERICA INC. (“SCEA”) CON- 
SUMER SERVICES AT 1-800-345-7669 WITHIN 30 DAYS OF YOUR PURCHASE FOR REFUND OR 
RETURN INFORMATION. PLEASE HAVE YOUR PURCHASE RECEIPT AVAILABLE. 


1. ACCEPTANCE OF AGREEMENT. This Agreement can be accepted only by an adult 18 years or 
older. By clicking the "ACCEPT" button, you affirm that you are an adult 18 years or older and you are 
accepting this Agreement on your own behalf or on behalf of your minor child (under 18). 


2. GRANT OF LICENSE. SCEA grants you a non-exclusive right to use this software for play on a 
PlayStation®2 computer entertainment system only. You may not (i) rent, lease or sublicense the 
software, (ii) modify, adapt, translate, reverse engineer, decompile or disassemble the software, (iii) 
attempt to create the source code from the object code for the software, or (iv) download game con- 
tent for any purpose other than game play. You may, however, transfer all your rights to use the soft- 
ware to another person provided that you transfer the original product and this Agreement with the 
software. 


3. AUTHENTICATION. This software uses “DNAS” (Dynamic Network Authentication System), a pro- 
prietary authentication system created by Sony Computer Entertainment Inc. (SCEI). “DNAS” retrieves 
information about a user's hardware and software for authentication, copy protection, account block- 
ing, system, rules, or game management and other purposes. The information collected does not 
identify the user personally. SCEl, SCEA and their affiliates cannot guarantee the continuous opera- 
tion of the “DNAS” servers and shall not be liable for any delay or failure of the “DNAS” servers to per- 
form. If you receive a message during login identifying a “DNAS” authentication error, please contact 
SCEA Consumer Services at 1-866-466-5333. For additional information concerning “DNAS”, visit 
www.us, playstation.com/DNAS. In the event of a systems incompatibility or inoperability with “DNAS”, 
the sole liability of SCEI, SCEA and their affiliates shall be limited to the repair or replacement of the 
user's affected game software, console, or peripherals at the option of SCEA. SCEI, SCEA and their 
affiliates shall not be liable for any delays, system failures, authentication failures, or system outages, 
which may, from time to time, affect online game play or access thereto. 


4, COLLECTION OF INFORMATION. When you login to play online, SCEA may retrieve information 
about the hardware, software and online connection you are using for copy protection, administration 
of the game site, account blocking, system, rules or game management and other purposes. Before 
you can play, you will be asked to create an account with a user, player or other game name (“game 
name”) and password. You may also be asked to select or provide additional information for a game 
profile. This game does not contain any personally identifying information. 


5. PROTECTION OF IDENTITY. When you choose a game name, choose an alias to protect your 
identity. Avoid using any part of your game name in your password. When you choose a password, 
choose a unique combination of letter and numbers that is unrelated to your game name or to any 
information you may share with other players in the game. SCEA will not ask you for your password 
and you should not provide this information to any third party. If the game is designed to save your 
game name, profile and password it will do so automatically and only to facilitate future game play. If 
your game name is inactive for a period of thirty days or more your account may be deactivated. To 
inquire about a deactivated account, please contact SCEA Consumer Services at 1-866-466-5333. 
Games without an automatic save feature will ask you to save your information to a memory card or 
hard disc drive. Always keep your memory card in a secure location and do not lend it to others, You 
agree that you have no expectation of privacy or confidentiality in the personal information you may 
intentionally or unintentionally disclose through login, game play and chat. You should avoid saying 
anything personally identifying in chat. SCEA has no liability for any violation of this Agreement by you 
or by any other player. 


6. ONLINE CONDUCT. When you play, you agree to be respectful of your fellow players and never to 
engage in any behavior that would be abusive or offensive to other players, disruptive of the game 
experience, fraudulent or otherwise illegal. This includes but is not limited to: 


(a) Harassing or intimidating other players while chatting or playing this game online or using infor- 
pent obtained while chatting or playing this game to harass or intimidate fellow players outside of 
the game; 

(b) Using language, selecting names or creating any other content that is racially, ethnically or reli- 
giously offensive, sexually abusive, obscene or defamatory; 

(c) Using content that is commercial in nature such as advertisements, solicitations and promotions 
for goods or services; 

(d) Using as a game name the real name of any other person; 
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ONLINE USER AGREEMENT (Continued) 


(e) Disrupting the normal flow of chat in game chat rooms; 

(f) Making a false report of user abuse to SCEA Consumer Services (see below); 

(g) Violating any local, state or national law including but not limited to laws related to copyright, trade- 
mark, defamation, invasion of privacy, identity theft, hacking and the distribution of counterfeit soft- 
ware; 

(h) Using a cheat code or cheat device. For a detailed explanation of the SCEA policy on cheating visit 
www.us. playstation,com/onlinecheating. 


If you violate this Agreement in any manner, SCEA may at its discretion and without notice to you tem- 
porarily or permanently block your account in this game and any related games. In appropriate cases, 
SCEA may bring legal action against you or cooperate in any government or private legal action or 
investigation relating to your conduct within the game. To report violations of this Agreement or to 
inquire about a blocked account, call SCEA Consumer Services at 1-800-345-7669. SCEA has no 
liability for any violation of this Agreement by you or by any other player. 


7. INTELLECTUAL PROPERTY RIGHTS. All title and intellectual property rights in and to the con- 
tent of this software is the property of the content owner(s) and may be protected by applicable copy- 
right and other intellectual property laws and treaties. This Agreement grants you no ownership rights 
in such content. All rights not expressly granted are reserved by SCEA. 


8. WARRANTY/DISCLAIMER. SCEA WARRANTS TO THE ORIGINAL PURCHASER OF THE GAME 
DISC THAT THE DISC IS FREE FROM DEFECTS IN MATERIALS AND WORKMANSHIP FOR A 
PERIOD OF NINETY (90) DAYS FROM THE DATE OF PURCHASE. SEE GAME MANUAL FOR LIM- 
ITED WARRANTY DETAILS. EXCEPT AS PROVIDED HEREIN, THE GAME DISC, SOFTWARE AND 
ALL RELATED SERVICES ARE PROVIDED "AS IS" AND, TO THE MAXIMUM EXTENT PROVID- 
ED UNDER LAW, SCEA DISCLAIMS ALL WARRANTIES OF ANY KIND, WHETHER EXPRESS OR 
IMPLIED, INCLUDING BUT NOT LIMITED TO ANY WARRANTIES OF MERCHANTABILITY OR 
FITNESS FOR A PARTICULAR PURPOSE. Without limiting the foregoing, SCEA does not 
promise that that this software will work properly with any network adaptor, modem, 
memory card or other peripheral device that has not been licensed by SCEI or SCEA. To 
insure compatibility use only PlayStation® or PlayStation® licensed products. Additional- 
ly, SCEA does not guarantee that you will be able to play this game at any time you want. 
From time to time, there may be problems related to access, delay and failure to perform 
that are beyond the immediate and reasonable control of SCEA. In the event of a dispute 
regarding the online functionality of this software (except with regard to the operation of 
“DNAS” explained in paragraph 3 above), you agree that the sole liability of SCEA and its 
affiliated companies will be limited to repair or replacement of the software. SCEA may, at 
its sole discretion, discontinue hosting of the game server at any time. SCEA has no lia- 
bility for such discontinuance. 


9. MODIFICATION. SCEA at its sole discretion may modify the terms of this Agreement at any time. 
You are responsible for reviewing the terms of this Agreement each time you login to play. By accept- 
ing this Agreement and by playing the game online, you agree to be bound by all current terms of the 
Agreement. To print out a current copy of this Agreement using your computer, go to www.us.playsta- 
tion.com/support/useragreements. 


10. GOVERNING LAW. This Agreement shall be construed and interpreted in accordance with the 
laws of the State of California applying to contracts fully executed and performed within the State of 
California. Both parties submit to personal jurisdiction in California and further agree that any dispute 
arising from or relating to this Agreement shall be brought in a court within San Mateo County, Cali 
fornia. 


11. ENFORCEABILITY. If any provision of this Agreement shall be held invalid or unenforceable, in 
whole or in part, such provision shall be modified to the minimum extent necessary to make it valid 
and enforceable, and the validity and enforceability of all other provisions of this Agreement shall not 
be affected thereby. 


12. ENTIRE AGREEMENT. This Agreement constitutes the entire agreement between the parties 
hereto related to the subject matter hereof and supercedes all prior oral and written and all contem- 
poraneous oral negotiations, commitments and understandings of the parties, all of which are merged 
herein. 
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LIMITED WARRANTY 


Sony Computer Entertainment America (SCEA) warrants to the original pur- 
chaser of this SCEA product that this software is free from defects in mate- 
rial and workmanship of a period of ninety (90) days from the original date 
of purchase. SCEA agrees for a period of ninety (90) days either repair or 
replace, at its option, the SCEA product. You must call 1-800-345-SONY to 
receive instructions to obtain repair/replacement services. 


This warranty shall not be applicable and shall be void if the defect in the 
SCEA product has arisen through abuse, unreasonable use, mistreatment or 
neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO 
OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BIND- 
ING ON OR OBLIGATE SCEA. ANY IMPLIED WARRANTIES APPLICABLE TO 
THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABIL- 
ITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINE- 
TY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL SCEA BE 
LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING 
FROM POSSESSION, USE OR MALFUNCTION OF THE SCEA SOFTWARE 
PRODUCT. 


Some states do not allow limitations as to how long an implied warranty 
lasts and/or exclusions or limitations of consequential damages, so the 
above limitations and/or exclusions of liability may not apply to you. This 
warranty gives you specific legal rights, and you may also have other rights 
which vary from state to state. 


RSA BSAFE® SSL-C and Crypto-C software from RSA security Inc. have 
been installed. RSA is a registered trademark of RSA Security Inc. BSAFE is 
a registered trademark of RSA Security Inc. in the United States and other 
countries. RSA 


This software uses "DNAS" (Dynamic Network Authentication System), a 
proprietary authentication system created by Sony Computer Entertainment 
Inc., to provide security and to help protect copyrighted content. The unau- 
thorized transfer, exhibition, export, import or transmission of programs and 
devices circumventing its authentication scheme may be prohibited by law. 
For additional information see www.us.playstation.com/DNAS. 


RSA 


SECURED 


"PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment 
Inc."Live in your world. Play in ours." is a trademark of Sony Computer Entertainment America Inc. HDD 
logo is a trademark of Sony Comptuer Entertainment Inc. 


Players are responsible for all applicable internet fees. Online play requires internet connection 
and Network Adaptor for PlayStation 2 (sold separately). Online icon is a trademark of Sony Computer 
Entertainment America Inc. Licensed for play on PlayStation 2 computer entertainment systems with the 
NTSC U/C designation only. All games featured are trademarked and copyrighted properties of their 
respective publishers and/or licensors. 
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Look for this icon. It 
identifies online capabilities 
in PlayStation® 2 games. 


> 


See inside back Cover for legal information. 


AY THE 
E AGAIN! 


Online gaming for 
PlayStation®2 has 


arrived, 

Thousands of people are 
taking part in this new ex- 
perience on PlayStation 2. 
Whether you want to start 
your own east coast-west 
Coast rivalry with "NEL 
GameDay™ 2004", or test 
out who's best on the block 
in "My Street™", you're 
sure to find a ton of new 
friends to play the best 
games with. Even if they 
live in a different state. 


These are just a few of the games to look for 
with online capabilities on PlayStation 2: 


Amplitude 

ATV Offroad Fury™ 2 
Auto Modellista™ 
Chessmaster® 

ESPN NBA Basketball 
ESPN NEL Football 
EverQuest Online Adventures™ 
Madden NEL 2003 
Madden NFL 2004 
Midnight Club II 

My Street™ 


LIVE IN YOUR W*RLD. 
PLOY IN 


URS: 


NBA 2K3 

NBA Live 2003 

NCAA® College Basketball 2K3 
NCAA® Football 2004 

NCAA® GameBreaker® 2004 
NFL 2K3 

NFL GameDay™ 2004 
SOCOM II: U.S. Navy SEALs 
Syphon Filter®: The Omega Strain 
Tony Hawk's Pro Skater™ 3 
Tribes™ Aerial Assault 
Twisted Metal:Black® ONLINE 


PlayStation.2 


